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THE ART OF 
MONUMENT VALLEY 


IN WHICH 


WE REVISIT 

THE ROLE OF VISUAL ART 

IN GAMES 










We create entire player experiences 
dressed up with art and story. 


not just mechanics 


For some players, enjoyment comes more from story, art, 
sound, less from gameplay. 


Designing with aesthetics as a focus 
leads to the creation of different experiences. 


THE ARTIST AS GAME DESIGNER 


MY ILLUSTRATION WORK 
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COMPOSITION 


SARAQUALEY 




ographs and other works of art clustered all over the walls. It was completel 

way. A mansion ... or a castle perhaps? 
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COLORED ADD, MULTIPLY, AND AMBIENT OCCLUSION 
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OPPORTUNITIES 


Designing with aesthetics as a focus 
leads to the creation of different experiences. 


Current video game aesthetics 
are extremely conservative 


Aesthetics is free marketing 


Aesthetics allows smaller projects 

to punch above their weight 


Having different priorities 

can steer the game design in unexpected directions 


Leaning on aesthetics rather than mechanics 
can make your game more accessible to non-gamers 


VR / AR will be less about mechanics 

more about aesthetics 
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